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Thesis Topic
My thesis is about raising 
awareness of the challenges 
children with Autism face while 
participating in sports.
For the past two years, I have been a member of Empower Sports at 
The Ohio State University. Empower Sports facilitates opportunities for 
children with Autism to get a better grasp on their physical and social 
wellness through engagement with fitness and a commitment to fostering 
meaningful relationships with their peers in the community.
Through this experience, I have seen first-hand the challenges children 
with Autism can face while trying to participate in sports. Therefore, this 
semester I decided to explore this topic and see how I could make an 
impact in their lives.
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1 Research
Personal Experience
I have seen fi rst-hand the 
challenges children with Auti sm 
can face while trying to parti cipate 
in sports.
This past semester at Empower Sports at Ohio State, I was able to work 
with a 4-year-old boy who was nonverbal. He had the most challenges 
with yoga, because he did not understand where or how to place his body. 
When he would get frustrated with an acti vity, he would someti mes have 
breakdowns and needed a few minutes to himself before we could conti nue 
with the acti vity.
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“Just because you have one kid 
with Auti sm means nothing when 
it comes to the next kid.”
- Dee Marks, Parent Mentor for Dublin City Schools
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Sensory issues (noise, lighti ng, touch, or smell)
Diffi  culty socializing or working as a team
Distracti ons or inability to focus
Diffi  culty in an unpredictable environment
Diffi  culty with auditory learning
Physical stressors
Diffi  culty with gross motor skills
Diffi  culty communicati ng
Diffi  culty with abstract concepts
Frustrati on and meltdowns due to stress
Diffi  culty understanding rules of a sport
What challenges have children faced?
On average, respondents said their child needs more support in Team 
Sports than in Individual Sports.
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A survey was conducted to explore the challenges faced 
by children with Auti sm while parti cipati ng in sports. 
There was a total of 22 responses to the survey.
Who took the survey?
Over 70% of respondents said their child was between 0-15 years old.
20 out of 22 respondents said their child faced challenges while trying to 
par� cipate in sports.
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2 Initial Design
Conjectures
Many children with Auti sm have trouble focusing while trying to parti cipate in 
sports. Tacti le objects can be used to help children with Auti sm with their sensory 
development. Feelz is a pack of sensory disks that can be worn on a user’s hand in 
order to help improve focus and decrease distracti ons while playing sports.
Focus Conjecture
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Through this immersive experience, viewers will be able to gain a bett er 
understanding of what it is like to have Auti sm. The video would portray the 
challenges children with Auti sm face, such as sensory issues, diffi  culty focusing or 
socializing, and diffi  culty understanding rules of a sport.
20 Casey Ferrara
Art Conjecture
This business model is focused around providing educati onal tools to help 
people bett er understand how to teach children with Auti sm how to play sports. 
This system would allow peers, parents or educators to order diff erent kinds of 
educati onal starter kits online.
Business Conjecture
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Many children with Auti sm have diffi  culti es with sensory overload and distracti ons 
while playing sports. With this virtual reality sports game, those who struggle with 
sensory overload can parti cipate in sports without having to worry about certain 
cause and eff ect sensory issues.
Science and Technology Conjecture
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3 Ideation
Many people on the spectrum are hyper-sensiti ve to bright lights or certain light 
wavelengths. Many fi nd certain sounds, smells and tastes overwhelming. Certain 
types of touch can also feel extremely uncomfortable. 
A low sensiti vity to pain or an under-responsiveness to the body signals that help 
control balance and physical coordinati on can be seen in hyposensiti vity. This can 
result in clumsiness, which has long been associated with Auti sm.
Hypersensi� vity
Hyposensi� vity
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Narrowing Topic
I decided to focus on the sensory 
issues children with Auti sm face 
while parti cipati ng in sports.
Some of the most common problems children with Auti sm experience 
are their hyper- or hypo-sensiti viti es to sensory sti muli. Hypersensiti vity is 
an over-responsiveness to sensory sti muli, whereas hyposensiti vity is an 
under-responsiveness to sensory sti muli.
Most individuals with auti sm experience at least one form of hyper- or 
hyposensiti vity of the fi ve senses. These alterati ons in sensory-related 
behaviors can lead to profound limitati ons on a child’s ability to parti cipate 
in leisure acti viti es, like sports. Additi onally, these atypical responses to 
otherwise normal sensory sti muli are closely associated with the core 
symptoms of Auti sm, such as social defi cits and repeti ti ve behaviors.
Testi ng Original Hypothesis
Distracti ng sights and sounds 
while playing sports will help 
raise awareness of the challenges 
children with Auti sm face when 
playing sports.
This was one of my original hypotheses that I tested. I was looking to 
see whether or not the experience that my users went through raised 
awareness of the challenges children on the spectrum face. I tested their 
knowledge before and a� er the acti vity to gain informati on. I was able 
to learn from the results of my assessment and was able to modify my 
hypothesis for the future.
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Types of Experiences
Roller-coaster Ride
Immersive Videos
Immersive Art
3D/4D Movies
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The Experience
What type of experience will 
impact users the most?
I was looking to create an experience that would be very impac� ul on users. 
I needed an experience that would help raise awareness of the challenges 
children face as well as educate those on how to bett er work with children 
on the spectrum. I looked into many diff erent types of experiences like 
immersive art, 4D and 3D movies and videos, and even roller-coaster rides.
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Physical vs. Digital
I decided to create a digital 
experience because it is more 
immersive.
Moving forward, I needed to decide whether a physical game or a digital 
experience would be worth pursuing. A� er testi ng both ideas, I decided 
that a digital experience would be more impac� ul, because you can be fully 
immersed into a new world and experience fi rst-hand the challenges that 
children on the spectrum face while parti cipati ng in sports.
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Individual vs. Group
I decided to create an individual 
experience rather than a group 
experience.
I had to decide whether my experience would be bett er for an individual to 
experience or for a group of people to experience at the same ti me. A� er 
testi ng both concepts, I decided to conti nue with an individual experience 
because I felt it would be more impac� ul and could be easily available to 
more people. Once users go through the experience, they can also share 
their thoughts with others who have also experienced the simulati on.
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4 Prototyping
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Virtual Reality
I needed to create a more 
immersive experience by using a 
360-degree camera.
My original prototype was not a true virtual reality experience. Moving 
forward, I knew I needed to make my experience a full 360-degree 
video experience. By using a 360-degree camera, it would allow users to 
watch the video from any angle, also making the simulati on video more 
immersive. 
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45Prototyping
Hypersensitivity video
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47Prototyping
Hyposensitivity video
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5 Final Design
Window Autism Simulation is the 
first ever open source program 
kit to demonstrate the challenges 
children with Autism face while 
participating in sports to help 
the public to better understand 
Autism and the change they can 
make.
The Final Design
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